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T)m official seal is winr assurance that Nintendo has reviewed this predial 
and that it has met our standards far excellence in workmanship, reliability 
and entertainment z\ihtc. Aheap* hude far tins seal 
when baying $ames and accessories in ensure 
complete conipalihiiity with [four Nintendo product. 

Ali hJiihsTj- pn^min die trencKl by ulu Isj utc- cnF# Mifr anr iJftjiLwo 
D'JdJdE, boating tha ail >iai MrowyKi F™- u nl i~i.ii li y m 




Thia product hd» been ratEd by Itie 
Entertain men! Software Ralln^ (Heards 
Fur In Formal Ion about the ESRB 
rating, or to comment about Ihd 
0pproprlalc<n«eB of Lh o rating, please 
conlacl tho E&FTB Si 1'800-771-3772. 


1M & ® are trademarks □( Nintendo of America Inc. 
<0 1 905 Nlfllnndo 


















Thank yau for seating the Mario'S T flnnis 1 ^ Qflme Pak for the Nintendo# Virtual Boy r " 
System Plaaso road this instruction booklel thoroughly tn ensure maximum eftfOymanl of your 

new game. Save this trabWot For lulufO- tercrencfl 


A WARNING 


T‘ it produel MUST NOT be used by children wilder Ihe iflo tfl sswn ^7| yiiftrs ArlHIcia! sierao vision 
displays nay to I ba sate lor Guch children a*^ may tnusrt SAriou-r, permanent damage to tn&ir vision 

flelora using toe Vidua 1 Boy cstfttJflfy teht) BH Virtual Boy Inslruclion Bookie’ and Ihe GsmaumftT 
mtermalion and Procawlw&n* Bopklel Make sure belare p aying that you correctly adjust rhd 
hardware including ifte IPO ann FOCUS. Qo nol play If you are feeling tired DistOnlim*: v« 
imnWHSattfiy ir ybu. leel aizzy, nauseated or tired or ir you eyes hurt or tueorne slr.nriiKi Do use 
uriL^flnsad or counterfeit games Failute Id FcAjw nil inSfiluCtidrtft COUld ln|ure you and cause serious 
damage to your vision or hearing. 

For additional oopwe of lhri Virtual Boy Instruction Booklet, call i T3LiU-L J &h-3?UU 

CHOKE HAZARD * SMALL PARTS 

NOT FOR CHILDREN UNDER THE AGE OF THREE YEARS. BafaiW tfftd young children coulo 
choke on Ida Virtual Boy Game Pak cover Keep iiv» Game Pak cover oul of reach ol small children 
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On the Court 

There has never been a tennis game like Mario's Tennis. 
Mario, Yoshi: and a whole cast ol your favorite characters move 
freely around a completely three dimensional tennis court, 

\t you move to the net, and your opponent lobs H 
the bail seems to actually fly over your head. 

There has never been a game that was able to so realistically 
create the feeling of depth on the court. 

You'll find yourself trying to turn around and check the line 
when your opponent slams a passing shot down the line. 

It's time to prove that you can serve, 
volley and rally with the best of them! 


0 Adjustment for Virtual Boy 






mm 



When using the Virtual Boy, several adjustments must be made 
before starting the game. For your health and safety, be certain to 
perform these adjustments. If you wear glasses or contact lenses, 
be sure to wear them while using the Virtual Boy, 

Insert the Game Pak into the Virtual Boy, then 
turn the POWER switch located on the front of 
the controller to the OlSf position. When the 
screen pictured to the right appears, continue 
with the IPD and FOCUS adjustments. 

Press the START button to display the "IPD and 
FOCUS adjustment screen,” Both adjustments 
are made using this screen. 






I PD Adjustment 


This adjustment sets Virtual Boy to the 
distance between your eyes (the Inter 
Pupil Distance). 

While looking at the adjustment screen, 
turn the I PD dial located on top of the 
Virtual Boy until you can see a mark in all 
tour corners of the screen, as shown in the 
following illustration! 

The best adjustment may allow you to see 
only three of the four marks, When you 
have completed the I PD adjustment, 
proceed with the FOCUS adjustment. 







Focus Adjustment 


This adjustment makes sure that you see the 
game image in the VirtuaJ Boy display 
clearly. 

Move the FOCUS slider to the CENTER 
POSITION as marked on the housing.. For 
most people, the center position should give 
you the clearest image. If the image is still 
fuzzy, then adjust the FOCUS slider night or 
left until the image is sharp and clear. 







Automatic Pause Function 


AM Virtual Boy Game Paks contain an automatic 
pause function. After completing the I PD and 
FOCUS adjustments, press the START button and 
the screen pictured at right wilt appear. The 
automatic pause is preset to the ON position. 

Nintendo recommends that you ALWAYS set the 
automatic pause to ON, To override the setting, 
use *- or on the LOControl Pad, then press the 
START button to begin the game, 

■ The Aula Pause function in Mario's Tennis- will activate every 10 
minutes.. Please take a break and give your eyes some rest. After your 
rest is completed, press the START button to restart the game. 

Note: The Auto Pause will not activate in the middle ol a shot. 
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O Controller functions 



• Con trol shol placement 


• Hit the ball(aoNd shot) 

• Toss the bail 

• Register a selection 

• Move \o next poinl 


• Move through selections 


* Press during PAUSE lo 
access the adjustment 


screen 


L Button fort back) 


R Button (on back) 


L^Control Pad 


Control Pad 


A Button 


Button 
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• PAUSE Ihe game 


• H'l Ihs ball' (salt shot lofc-l 


• Advance to deal screen 


• Toss 5ho hall 


The ROControl Pad and the L&Ft Buttons are not used 




















■ Game play 


• Moving the player 

Lise the LOControl Pad, and your playsr moves forward, back, loft and 
right. 

• Serving 

(1 Move the player to the left or righl. 

2 : Press dither the A or B Button to toss the ball. 

3 Press the A or B Button again to serve, if you time your swing 
correctly, the serve will bo good, 

[The A Button hils a hard servo, and the B Button hits a sott serve.) 

• Hitting Ground strokes. Lobs, Volleys and Smashes. 

Press the A Button to hit normal, strong groundstrokes, If the ball is 
above your head, you will automatically do an overhead smash. When 
near the net, you automatically volley. 

Press the B Button to lob. 
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• Using the LOControl Pad 

The L^IJControl Pad used lo control the placement of your shots in ihe 
court, [f you press the L^Conlrcl Pad al Ihe same time !hat you hit the 
ball, you can direct the shol as follows: 
j UP on uO 3 Control Pad-Tong bachcourt shot 

■ DOWN on L.OControl Pad-short fronlcourt shot 

■ LEFT, RIGHT on L£p Control Pad-shot toward sideline 


■More Controller Functions 


• Speed up between points 

Press A Button between points to speed up the action. Your character 
will run to the service line, and poinl information will not be displayed on 
screen as long. 

• Reuse 

Press START at any time lo Pause game play. While the game is 
paused, you can adjust the Virtual Bay I PD and focus. If you want to 


make adjustments, press SELECT (while paused) to access the I PD and 
focus screen. After making adjustments, press START lo return to the 
pause screen. Press START again to ga back lo game play, 

Note: you cannot access the Auto Pause QN/GFF selection by pausing 
the game. 

•Reset 

If you press START, SELECT, the A, B, L and R Buttons 
simultaneously, the game will reset, 


Low Battery Indicator 


When battery power is low, you will see a flashing 
battery indicator in the corner of the screen. The 
indicator is pictured at nghl. Please change the 
batteries as soon as possible after the indicator 
appears. 












■ Controller functions table 


The table below shows the use of each button during game play. 



Service 

Ball in play 

A Button 

• Toss 

• Fast serve 

* Ground stroke 

* Volley (near the net) 

* Overhead smash 

B Button 

• Toss 

* Slow servo 

• Lob 

• Overhead smash 

LOControl 

Pad 

* Shot placement 

• Shot placement 
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0 How to play 


■ Title screen 


At the title screen, select between SINGLES and DOUBLES with the 
Lv Control Pad, then register the selection with the A Button. 
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SINGLES 
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■ Game settings screen for SINGLES play 


At the screen pictured nn the right, select either 
1 P vs. COM or TOURNAMENT with The LO Control 
Pad . Next setecl the difficuEty level and length of 
the match Use the L-T Control Pad te select your 
player character, and press the A Button to register 
your Solectron. Then, select your opponent with the 
LO Control Pad and press the A Button. 



■ Game settings screen for DOUBLES play 


At the screen pictured on the right, make the 
selections as indicated ter SINGLES play, though 
you can sralect your player character, your partner 
and your two opponents 
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■ Tournament Pla 


If you setect Tournamenl. the screen pictured al right 
is displayed, and your opponent is randomly 
selected, During the le urn ament, tho outcome of 
matches other !han your own is decided by the 
computer. Enter the tournament by pressing the A 
B Litton. 

Be sure to select the difficulty level and the length 
■ of the match before selecting the pfayer 
characters. 

If you press START before selecting player 
characters. Mario plays Donkey Kong Jr. in the 
SINGLES mode In the DOUBLES mode, the 
learns are sel as Mario & Voshi vs. Donkey Kong 
Jr, & Toad if you do not select the players. 



SINGLES 



DOUBLES 


IS 













■ Court screen 


Opponent 




Notice that Ihe net 
iDorated wilfr 
hearts. The court 
is Lscc tar both 
SINGLES and 
DOUBLES mode 


Court 


Your player character 


Lakitu t 

Lakilu is lhe Chair 
Umptre {high above 
The court) artitf 
score keeper for ell 
of Hie matches, ' 

There is no 
complamtng about 
line calls allowed 
with Ihis judges 


Your player always appears at Ihe bottom of the screen. 
Watch lha lacial expressions oi the dittereni charade ns! 




















■ Results Screen 


Except for tournament matches, the screen shown below is displayed al 
the end of every match. This screen gives you the chance to see how well 
you played in the match by displaying various statistics. Press the A 
Button to return lo the title screen.. 



ERRORS 


SERVICE ACE 


1ST SERVE% 


FAULT 


Total ol points won 
Points won from the backcourl 
Points won at the net 
Total of unforced errors 
Total aces served 
Penceoiago of good firsl serves 
Number of double faults 
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■ About Difficulty Levels 


Study liie following chart, so that you will select g difficulty level that is 
appropriate for you. 



Easy 

Normal 

Hard 

Ball Speed 

Slew 

Slow 

Fast 

Racquet cooled area 

Large 

Large 

Standard 

Opponent power 

Weak 

Strong 

Strong 

Player's body can 
obscure ball 

No 

No 

Yes 

Player speed 

Slow 

Slow | 

Fast 


“*The ball won 1 ! hit the player character's body. 

















0 Characters in the game 




MARIO LUIGI 


Ha Is an average player whose court Htg skill levali and court strategy are 

speed and leg strength are solid Mrs sim ilar to Mario s. He has belter court 

racquei contact anea is average, find he coverage, though, due to being faster 

relies on his skilHui groundsirokes. ihough than Mario, 
he wiH approach the nei occasionally. 






PRINCESS TOADSTOOL 


The primus is slow, but her racquet 
contact area is large. She doesn't Irke to 
approach the net, preferring lo Instead 
ralty from the baseline. 

to 




YOSHI 


He *s the Fastest oF all the players, but 
his racquet contact area t& small. He 
plays an aggressive type of game by 
rushing the net al every opportunity. 




TOAD 




Toad is quite quicken the court, but his 
racq'UQt conlacl area is not very large. 
Like Yrahu he sries to approach in# net 
often. Though he Is not strong, he has 
great court coverage because he can 
lunge at iough stools 



KOOPA 


Being h ladle, basically, hpE3 court speed 
suffers. Ho has a iargu racquet contact 
area, though He likes to rally Irnm the 
baseline, and he also can lunge at lough 
shots like Toad, 











DONKEY KONG Jr. 


He is slower lhan alt the other players, and also 
has a smaller racquet contact area. He hs. 
however, understandably the most powerful of 
all the players. His strong gfoendstroHes allow 
him to win many points from the baseline. 


* The racquet contact area 
only changes when playing 
on the HARD difficulty 
level ■, 

■ Hie racquet contact area 
affects the player's ability 
to return balls that are far 
away or loo close to the 
player, On any level, 
faster players are faster, 
and powerful players hit 
strong shots. 





MARIO'S TENNIS SCHOOL 


Techniques to improve your pJay 


• Service 

When serving, check your opponents location on court. Use this 
to select the placement and depth of your serve. For the easiest 
serve, use the B Button without the LCControl Pad. 

• Return of serve 

Watch where the opponent stands during service, and try to 
effectively place a solid return of serve. If an opponent rushes 
the net just after serving, make sure that you use your lob.. 

• Grotindstrokes. volleys, and smashes 

Tinning is very important on these shots, If you press the 
LOControl Pad too early, your player character wili move and you 
may miss the shot. 






MARIO’S TENNIS SCHOOL 


The placemenf of your shots can be affected by the timing of 
your swing of the racket. If you swing early or late can change 
where your shot goes. For example, if you press the LOControl 
Pad and swing early while trying to hit a ball to the left, the bail 
will fly more sharply to the left. Being able to correctly time the 
swing of your racquet can directly affect your success on the 
court. 

• Doubles positioning 

When playing Doubles, do not sland directly behind or in front of 
your partner. In Doubles, maximum 1 court coverage requires you 
and your partner to cover the sidelines effectively. 





MARIO'S TENNIS SCHOOL 


Rules of tennis 


• Points 


The basic unit of scoring is the point 
Points start from 0 (Love) and the 
first point scored is called 15,the 
second point is called 30, the third is 
40, and the fourth point won wins the 
game Jf the game reaches 40-40, it 
is called Deuce, The next point won 
gives that player the Advantage, if 
that player wins the next point, they 
win the game. If they lose the point, 
the score returns to Deuce, and ptay 
continues until one side with the 
Advantage wins a point. 






MARIO'S TENNIS SCHOOL ; 

- - - - - - -_ ■ -I 1 - . - -- ' ~ ~ ' 11 1 1 --S 

• Games 

A game is normally the first to win four points, unless the match 
goes to Deuce. The first player to win six games wins a "seC 
though the winner must heat the opponent by at least two games. 

IT each side wins six games, there is a special game played 
called a Tie Break to determine who wins the set. 

• The Tie Break 

As mentioned, a Tie Break is played when the score is 6-6. In the 
Tie Break, the first person to win seven points, and win by two 
points, takes the set. The score for the set is recorded as 7-6 

• Sets 

Real matches are normally the best-of-three sets or the best-of- 
five sets. In Mario's Tennis r there is no best-of-five set match. So 
that matches can be quackly played, you have a choice between a 
one set match or a best-of-three set match. 





MARIO'S TENNIS SCHOOL 


Tennis terms used in the game 


• Out 


If your shot lands outside She court, you lose that point. A sign 
appears telling you when a shot is out. 




Net 

If your shot hits the n»t ^nH 
lands on your side ot 
you lose the point. A sign 
Indicates when your shot hits the 
net and lands on your side. 








__ MARIO S TENNIS SCHOOL 

• Fault 

If your serve does not land in the service area, you "Fault." Ef you 
fault twice in a row, it is called a "double fault, 11 and you lose the 
point, During the game "FAULT" and "DOUBLE FAULT" will bo 
indicated.The service area is the square that is near the net, and 
in front of where your opponent is standing prior to serve. 

• Let 

ff your serve hits the net and Fairs in service area, it is cal fed a 
"let," and you get to serve over again. Let will be displayed on 
screen, if your serve hits the net but falls outside the service 
area, it is a fault. 




MARIO'S TENNIS SCHOOL 

---- 

• Serve 

The server stands behind the baseline outside the court, tosses 
the ball and then hits it into the service area on the other side of 
the court. The service area is the square in the frontedurt ahead 
of your opponent. A serve must 
bounce before it is returned. Service 
]asts for one game, and it alternates 
between players. 

• Grou ndstrokes 

Hit the ball back to your opponent after 
it has bounced once, 

• Overhead smash. 

Hit the ball as it flies overhead. 

The overhead smash is a very fash 
powerful shot. 








__ MARIO S TENNIS SCHOOL _ 

• Volley 

While close to the net, hit the ball before it bounces. 

• Lob 

Hit the ball over the head of an opponent who is at the net. 






Try to use the shots and information detailed 
earlier to your full advantage. Learning the 
terminology and rules will get you into the great 
game ohennis, Now it's time to hit the court? 
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Score Card 


MARIO'S TENNIS 
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Make copies and keep track of your progress! 
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IMPORTANT: 

WARNING' Copying ol any Nintendo game is illegal and i% SlrteUy prohibited By domestic end 
■nl&matonal copynghl laws. 'Back-up" nr "archival" copies are not authorized and a- r e no! 
necessary Id protect your SQltwam VICHalDfS will he prosecuted 

This Nintendo game is not designed for use with any unauthorized copying device U^e cd any 
suc-h device wil Invalidate your Nintendo product warranty NmtamflO (and-'or airy Nintendo 
licensee or distributor) ■?. neUesponsibte lor any damage Dr loss caused by Ibo use ol any such 
device If use or *uch device causes your gante to ale* operating, disconnect the device 
carefully 1 q avchd damage and resume normal game play If your game ceases lo operate and 
you have no device attached Id it, please contact your loqfd authorized Nintendo retailer. 

Th& contents or this nolice rio not Interfere whh yuur statutory rights. 

This manual and other printed mal-er accompanying thrg game are protected by domestic and 
International copyright laws. 

The rental of this game without permission or Nintendo or its licensees is slnctay prohibited 

For further inlormaticn or assists nee, pted&o contact: 

Nintendo Consumer Assistance Hntlme 
t-fiOO-£55-3700 (U S, and Canada > 

Or your local authonzecl Nintendo fetailer 
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